Conquest of Demara

Module for the Warp Empires system

Warp Empires system must be used to play this module

2-8 players

You will need:

An Action Deck (used by all players)

A unit chit pile (used by all players)

A Leader chit pile (used by all players)

The Demara map

50 control markers for each player

Coins or some other marker for revenue

MAP

The map consists of one large continent surrounded by sea. The continent is divided into realms, each surrounded by a red border, everything within the border being part of the realm. Each realm is then divided into territories.

	Realms
	Territories

	The Kingdom of Pelidon
	9

	Baelfonas
	2

	The Lion Coast
	5

	The Kingdom of Zarkanul
	4

	Tam’shara
	5

	Aevlos
	4

	The Sword Isles
	3

	Ebalyn
	3

	The Empire of Feynal
	7

	Gronnor
	4

	Samoroth
	5

	Ordenheim
	3

	Pard
	2

	Kaloidan
	5

	The Wildlands
	6

	Eloch Desert
	4

	The Bone Lands
	3

	The Plains of Ap Charoth
	3


There are also a number of sea territories surrounding the map.

Each territory has a number of symbols that mean different things

	Symbol
	Description

	Mountains
	Mountain territory

	Tree
	Forest territory

	Wave
	Coastal territory

	Asterisk
	Ice territory

	Cactus
	Desert territory

	Weed
	Swamp territory

	Skull
	Deadlands territory

	Dollar Sign
	Revenue producing territory


VICTORY

Player will win if they have rulership over 8 realms, or all other players have been eliminated.

SET UP

Each player rolls a dice, the highest score goes first, then clockwise around the table, picking a territory in one realm to be their starting territory

Each player in turn order takes 9 random unit chits and 1 random leader chit, and places them in their starting territory. No more than one player may start in a single realm.

ACTION DECK

Players share a common action deck.

REVENUE PHASE

Revenue points are called Coin

Each territory produces 1 Coin for each $ in the territory.

If a player has rulership over a realm, ie: controls all the territories in a realm, then each territory produces 1 additional Coin.

NOTE: The Bone Lands and the Plains of Ap Charoth do not have a complete red border, and so a player cannot have rulership over these realms.

RECRUIT PHASE

A player may choose to draw only two unit chits in order to draw 1 Leader chit. Leader units are Heroes, Sorcerers and Priests.

A unit that has a terrain requirement cannot be recruited unless the player recruiting them controls a territory that has the required terrain. They do not have to be recruited into that territory, control is enough.

Each territory may produce 1 unit.

Magic items can only be attached to their proper leader unit. A leader unit can only have one magic item attatched.

MOVE PHASE

Magic items can be swapped between leaders if the occupy the same territory at the beginning of the phase.

BATTLE PHASE

Spell cards can be played only if there is a correct spellcasting unit in the stack. If a leader is slain, their magic items are also discarded.

UNITS

Special Attributes

	ATTRIBUTE
	Notes

	Cavalry
	Unit gains +1 force if there is no cavalry units in the opposing stack

	Berserker
	Unit gains +1 force if they are attacking

	Missile
	Unit gains +1 force if they are defending

	Undead
	Opposing stack is a –1 for each undead unit, unless they also possess undead units

	Raiders
	Add 1 Coin to player’s total for each unit killed if a stack containing raiders wins a battle

	Water
	Can only be recruited in coastal territories. Unit can only enter sea or coastal territories.

	Transport (x)
	Unit can carry (x) other units, moving at it’s own speed.

	Flying
	Unit can move over sea territories or territories containing enemy units. Flying units cannot end their move in sea territories.

	(n) -home
	Unit gains +1 force in (n) terrain. (eg: Mountain-home, +1 force in mountain terrain, etc)

	Arcane Spellcaster
	Can cast arcane spells

	Divine Spallcaster
	Can cast divine spells


Units

	Unit
	#
	Speed
	Force
	Notes

	Common Units

	Infantry
	20
	M
	2
	

	Archers
	10
	M
	2
	Missile

	Knights
	10
	F
	3
	Cavalry

	Horse Archers
	10
	F
	2
	Missile, Cavalry

	Ships
	20
	F
	3
	Water, Transport (3)

	Airships
	5
	F
	3
	Flying, Transport (3)

	Siege Engines
	10
	S
	4
	May prevent an enemy keep from adding to a battle, but if it does this, siege engines also do not add to the force total

	Keep
	20
	-
	6
	Keeps remain in the territory they are recruited from. No more than 1 keep per territory.

	Mountain Units

	Dwarf Veterans
	10
	S
	3
	Mountain-home

	Drakes
	10
	F
	3
	Flying, Missile

	Giants
	5
	M
	5
	

	Gnoll Warband
	5
	M
	3
	Raiders, Berserkers

	Goblin Wolfriders
	5
	F
	2
	Cavalry, Raiders

	Forest Units

	Dryads
	10
	M
	2
	Forest-home

	Sylvan Warders
	10
	M
	2
	Forest-home, Missile

	Tremen
	5
	M
	3
	Forest-home

	Treants
	5
	S
	5
	

	Bjornagar
	5
	M
	4
	Berserkers

	Ice Units

	Steppe Berserkers
	10
	M
	3
	Berserkers

	Yetis
	5
	M
	4
	Ice-home

	Ulfwerner
	5
	F
	4
	Berserkers

	Swamp Units

	Nagas
	10
	M
	2
	Swamp-home

	Bog Lurker
	5
	S
	5
	Swamp-home

	Bullywugs
	10
	F
	2
	Swamp-home, Missile

	Deadlands Units

	Skeletons
	10
	S
	2
	Undead

	Ghosts
	5
	M
	3
	Undead

	Death Knights
	5
	M
	4
	Undead, Cavalry

	Demons
	5
	M
	3
	Flying

	Desert Units

	Sendasti Raiders
	10
	M
	3
	Raiders

	Scorpions
	5
	M
	4
	

	Lizard Riders
	5
	F
	3
	Desert-home, Cavalry

	Coastal Units

	Pirate Ship
	5
	F
	3
	Water, Raiders

	Kraken
	5
	S
	5
	Water

	Merfolk
	10
	M
	3
	Water


LEADERS

	Hero
	10
	F
	6
	

	Sorcerer
	5
	F
	5
	Arcane Spellcaster

	Priest
	5
	F
	5
	Divine Spellcaster


ACTION DECK

	Card
	#
	Effects

	March
	10
	Move 1 stack, or 3 units

	Grand March
	6
	Move 2 stacks, or 6 units

	Great March
	3
	Move 3 stacks or 9 units

	Assassin
	1
	Discard target Leader

	Killing Blow
	1
	Battle: Hero Action: Discard target Leader

	Thieves
	1
	Take target Magic Item and attach to one of your Leaders

	Espionage
	1
	Look at target player’s hand

	Scouts
	1
	Look at target stack

	Run Them Down
	1
	Battle: Target losing stack loses 1 extra unit

	Storms
	1
	Target stack in a coastal or sea territory cannot move on their controller’s next turn.

	Rockfall
	1
	Target stack in a mountain territory loses 1 unit. Does not effect mountain units

	Quagmire
	1
	Target stack in a swamp territory loses 1 unit. Does not effect swamp units

	Ruin
	1
	Discard target enemy keep

	Dragon Rage
	1
	Target player must discard 3 units or 1 hero

	Phalanx
	1
	Battle: Your Infantry units gain +1 force

	Eagle Eye
	1
	Battle: Your Missile units gain +1 force

	Outflank
	1
	Battle: Your Cavalry units gain +1 force

	Terror
	1
	Battle: Your Deadlands units gain +1 force

	Ambush
	1
	Battle: Your Raiders units gain +1 force

	Rage 
	1
	Battle: Your Berserker units gain +1 force

	Chill of the North
	1
	Battle: Your Ice units gain +1 force

	Blazing Sun
	1
	Battle: Your Desert units gain +1 force

	Woodcraft
	1
	Battle: Your Forest units gain +1 force

	Maelstrom
	1
	Target stack in a sea or coastal territory must discard one unit. If this unit is a transport, all transported units are lost as well. Transported units cannot be chosen.

	Favourable currents
	1
	Battle: Your Water units gain +1 force

	Mountaineering
	1
	Battle: Your Mountain units gain +1 force

	Marshdwellers
	1
	Battle: Your Swamp units gain +1 force

	Sword of Might
	2
	Magic Item: Hero gains +2 force. Cost 3

	Sword of Power
	1
	Magic Item: Hero gains +3 force. Cost 4

	Rune Blade
	1
	Magic Item: Hero gains +4 force. Cost 5

	Slayer Sword
	1
	Magic Item: Hero gains +5 force. Cost 6

	Stone Horse
	1
	Magic Item: Hero gains Cavalry. Cost 3

	Bow of Gwynnach
	1
	Magic Item: Hero gains Missile. Cost 3

	Axe of Fury
	1
	Magic Item: Hero gains Berserker. Cost 3

	Winged Boots
	1
	Magic Item: Leader gains Flying. Cost 4

	Prayer Beads
	1
	Magic Item: Priest gains +1 Force. Cost 2

	Holy Book
	1
	Magic Item: Priest gains +3 force. Cost 4

	Holy Staff
	1
	Magic Item: Priest gains +4 force. Cost 5

	Spellbook
	1
	Magic Item: Sorcerer gains +1 force. Cost 2

	Staff of Power
	1
	Magic Item: Sorcerer gains +3 force. Cost 4

	Windfall
	1
	Gain 15 Coin in the revenue phase

	Horn of Plenty
	1
	Magic Item: Generates 2 Coin in the revenue phase. Cost 4 

	Shield of Ages
	1
	Magic Item: Lose 1 less stack after a battle. Cost 4

	Crystal Ball
	1
	Magic Item: Sorcerer or Priest. May look at an opponent’s hand once per turn. Cost 4

	Earthquake
	1
	Divine Spell: Battle: Priest’s stack gains +5 force

	Divination
	1
	Divine Spell: Look at target stack or opponent’s hand

	Holy Smite
	1
	Divine Spell: Battle: Destroy target Undead unit

	Divine Aura
	1
	Divine Spell: Battle: Priest’s stack suffers no casualties this battle.

	Holy Fire
	1
	Divine Spell: Battle: Priest’s stack gains +4 force

	Infuse
	1
	Divine Spell: Battle: All other units (except undead) in Priest’s stack gain +1 force.

	Doom
	1
	Divine Spell: Battle: Priest’s stack gains +6 force

	Finger of Death
	1
	Arcane Spell: Battle: Discard target Leader

	Conflagration
	1
	Arcane Spell: Battle: Sorcerer’s stack gains +7 force

	Tempest
	1
	Arcane Spell: Battle: Sorcerer’s stack gains +9

	Destruction
	1
	Arcane Spell: Destroy target non-leader unit in an adjacent territory

	Haste
	1
	Arcane Spell: All units in Sorcerer’s stack become fast

	Immobilize
	1
	Arcane Spell: Battle: Target non-leader unit does not add to the force total this battle

	Good Year
	1
	All territories you control produce 1 extra Coin this turn
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